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1 to 8 Players 


Thank you for selecting the Nintendo Enterain- 
ment System California Games Pak! To enjo i 
do the max, please read this manual carefully 
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SAFETY TIPS. 


= Always tura the power off bore inserting or 
removing the Game Pak from your Nintendo 
Enertainment System 


+ Tbísis high precision game I should not be 
stored in places that are very hot or cold. Sore. 
‘Wat room temperature. Never hit or drop it. Do. 
not take it apart. 





+ Avoid touching the terminal connectors. Keep 
‘them lean by inserting he Game Pak in ts pro- 
tectve storage case 

* Use of thinner, solvents, benzene, alcohol and 
‘other strong cleaning agents can damage the. 
Game Pak 


INTRODUCTION. 


‘Welcome to California, home ofthe most awesome 
sports going! You're invited to tour the Golden 
Slate as you tackle six challenging events 


First stop is Hollywood, for radical skateboard 
action on the Half Pipe. Then it's up to San 
Francisco for some fancy footwork in the Foot 
Bag contest. After that, Ш out on the beach 
with Surfing and Rollerskating competitions. 


Sil got some energy? НИ Фе desert to pump your 
Pedal ВМХ Bike cing. Then wind up a whi 
Wind tour at Yosemite for a ing with the Flying 
Disk, Tha six mas ve eves You're gom 

your hands fll. Not to mention your feet 














Practice your moves. In no time fat, you'll be 
agro enough to attack the competition! Be the 
Best inthe West, and you'lapture ће irt place 
trophy! 








SETUP. 
1. Make sure the power switch is OPE 


2. Insert the California Games Pak us described 
n your Nintendo Entertainment System manual. 


3, Turn the power switch ON 





USING THE 
CONTROLLER, 


‘The illustration at upper right shows the con- 
troller parts you'll he using as you play 


+ To move—Press the control pad in the 
directions shown at right 

+ To make a selection —Press BUTTON A. 

* To go to the next event-—Press BUTTON A. 

+ To return to the options screen afer practice 
or competition—Press BUTTON А. 

+ To pause—Press the START BUTTON 

* To restart after pausing—Press the START 
BUTTON again, 





NOTE: See descriptions of individual events for. 
complete controller instructions 





THE OPTIONS. 


hen the CALIFORNIA GAMES tide screen 
appears, press the START BUTTON to get the op- 
ions screen. Then select one ofthe four options 
shown below. 





Option 1: Compete in all events 
Select this option to compete in all six events, 
Trophies are awarded after each event, and a 
championship trophy Is awarded aer the sixth 
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To select an option, pres ће control pad UP or 
DOWN to move the pointer on the screen. Once. 
the pointers next o the option you want, press 
BUTTON A. 


ach player (up108 can play) signs nas follows: 


1, Enter your name, On the name screen, press 
the control pad RIGHT, LEFT, UP ot DOWN to 
select the letters in your name. Press BUTTON A 
for each letter selection (up to six letters) 
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To erase a letter selection, select ве word RUB 
and press BUTTON A. 


Press END after entering your name, o get the 
team selection screen 








PLAYER 1 SELECT YOUR TEAM. 














2, Choose your team, On the team screen, 
"e control pad RIGHT, LEFT, UP or DOWN to 
‘outline the team you want. Then press BUTTON 
Ato make your selection, so the next player can 
sign on. 


Afterall players have signed on, move directly 
to END on the next name screen, and press BUT 
TON A. Now you begin the fist event. 


Option 2: Compete in some events 
Select this option to compete in he events) of 
sour chokce. Enter names and choose ams as 
described In Option 1 


On the event screen, move the pointer o each 
event you want to compete in, and press ВОТ: 
TON A to select it. When you're done selecting, 
move ће pointer о DONE and press BUTTON A. 





Option 3: Practice one event 


Selec this option to practice an event rather than 
compete Choose your event asin Option 2, You 
won't be asked to enter your name or choose a 
team, Also, no scores are saved. 


Alter practicing an event, you'll be asked if you 
‘want to practice again. Press the control pad UP 
‘or DOWN to select YES от NO. Then press ВОТ 
ТОХА 


Option 4: View high scores 

‘Select this option to see the highest event scores 
recorded during the current play session. Press 
BUTTON A o view high scores; hen press BUT. 
TON A again o return o the options screen. 




















HAL РРЕ GARY 7720 
FOOT BAG СНБ — 30430 


SURFING ЛМ 79 
SKATING — SAY 1940 
вых KARL 16438 
FLYING DISK НАМ 620 


THE GAMES 


HALF PIPE SKATEBOARDING 
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То perform a stunt, use the controls as shown 
Inthe diagram onthe next раде Timing часы 
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You al i you don't start or complete a stunt 
within the time allowed. 


IMPORTANT: Face lft to perform a stunt on the 
left side of the rump; face right to perform a stunt 
оп the right side ofthe ramp. 


Kick Turns: Press and hold the control pad LEFT. 
Or RIGHT, depending on which side of he ramp. 
you're on. The skater will turn around to face. 
the opposite direction. Release the pad to сот. 
plete the tum 


Aerial Turns: Perform these tursin the same way 
as kick turms—except you must “catch ale” to 
perform a succesful eral turn. Thats, you must 
wait unt you e off the lip before pressing the 
control pad. 








Hand Plants: Press and hold BUTTON А as you 
approach the ip le ramp. The skater will plant 
his hands on the lip and flip the board over his 
head. Release BUTTON A just after the board arcs 
over and returns to the ramp. 

Scoring; Earn maximum points y taking risks 
‘Wat untl the ast second to start each stunt— 
and complete t just before you would have wiped 
out. Some stunts are more difficult and earn 


Scoring sas follows 
Kick Tarn: 100-300 points 

Hand Plant: 400-700 points 
Aerial Turn: 400-999 points 


Strategy порога obli up enough speed 
foreach sunt ain speed quickly, doa "aie" 
у presing and holding the control pad UP or 
DOWN he fl eng ofthe ramp. Dont во оо 
fast, or yo wipe out 
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FOOT BAG 








Kick back with some fast 
footwork in the Foot Bag 
‘event! ls alt like juggling with your feet, Can 
you keep the bag bouncing while you perform 
a variety of stuns? 


‘Object: Bounce the foot bap off your head, knees 
amd fet, Do as many kicks and stunts as you can 
within the minute, 15-second time period 


ess BUTTON А for the 





To start the event, 
kickoff 


To kick the bug, press BUTTON A as the bag alls 
toward the ground-— just before it reaches your 
head, knee or foot 


To perform a head but, press BUTTON A just 
before the bag drops below the level of your bead. 








To perform a stunt, change postion while the 
bag is in the ai. For example, do a half axle by 
pressing the control pad DOWN to turn around. 
before your next kick. 














JUMP 
мом Move 
(eT RIGHT 
En 
(TURN AROUND) 


Scoring: Ya carm points fr each succesful kick 
and stunt. More difficult stunts earn higher 
scores You lose time if you drop the bag or kick 
об ће screen, Stunts are explained onthe next 
age. 





Any Kick: (10 points) 
Half Axle: (250 points) Any two kicks with a 
half spin in between. 

Full Axe: (500 points) Any two kicks with full 
spin in between. 

Ace Foley: (750 points) Any two kicks with one 
and-a-half spins in between, 

Horseshoe: (500 points) Lett hack kick + right 
buck hick 

Jester: (2000 points) Left jumping kickor right 
jumping kick 

Double Arch: (2500 points) Left outside kick + 
right outside kick + left outside kick. 

Doda: (5000 points) Let ouside kick + head 
butt + right outside kick. 

Dizzy Dean: (1500 points) ront head butt + 
back head but. 

Mead Banger: (1500 points) Back head butt + 
front head but 

Catch from off screen: (1500 points) 





Strategy: The more complicated stuns and lcs 
you can complete before ime runs out, the higher 
your score willbe Special bonus points are award. 
ed for variety, so do as many different stunts as 


you can 











SURFING 








Surf's up! Are you up to 
ing your hoard against 
‘totaly massive wave? You Ishoot the url, shred 
the tube--or eat lile sand, if the going gets 
arly! 








Object: Ride the wave as long as you can 
“using” it to your best advantage. You have a 
minute, 30-second time limi, or A wipeouts, 
о score points 


‘star the event, press BUTTON A. Pres the con- 
‘rol pad LEFT immediately, o avoid wiping out 
as your ride begin 


To ster ей, press the control pad LEFT. 
1 steer tight, press the control pad RIGHT. 


n 


To make sharper turns, press and bold down BUT 
TON А as you turn. Note that sharp turns slow 
you down. 

To end your ride cleanly, go 
wave just before time runs out 





Ihe top ofthe 


Caching ar: U you lar the crest ofthe wave, 
you can "catch air," hen cach the wave agai 
‘Try а 360° turn while you're up there? 
‘Wiping out: Don't ride too close to the bottom 
‘of the wave or to fr inside the cur, or you'll 

‘wipe out You'l also wipe out if you land at 
the wrongangle after "arching ai” I takes prac 
ice to avoid wipeoutst 


‘Scoring: Poiats are awarded forthe length of 
your ride, he number of turns you make and your 
speed during turns. Wow score high fr catching 
air, Riding the tube (underneath the curl) and 
‘ding near the break earn extra points, to, 


Strategy: The better you “use” the wave, the 
‘more the judges will rave! A safe, straight ride. 
far ahead ofthe break counts for very lite. Take 
risks, avoid wipeouts, and your score will be 





E 


ROLLERSKATING 














Strap on your skates for 
some radical rollersating 
‘on the boardwalk! The trick is to skate while 
avoiding. sand, cracks, banana peels--even 
runaway beach balls 

Object: Skate he length ofthe boardwalk while 
avoiding obstacles. Score extra points (or jump 
ng and spinning over obstacles. The event ends 
aer your thie al 


To start the event, press BUTTON А 





To begin skating, repeatedly press BUTTON A in 
rhythm o the skater segs Keep pressing BUT 
TON A to gain speed. 

To squat, press and hold down BUTTON B. Do 
ahis to gina jump-—or to avoid bouncing beach 
balls in your path 

To jump, release BUTTON В. 


Tosteer and to spia while Jumping, pressthe con 
¿rol pad as shown below 


STEER 
LEFT 


+ 
oe O > 
+ 


SER 
RIGHT 








Scoring: Score points for each obstacle you avoid. 
Earn double points ог jumping over them. Earn. 
the most points for spinning while you jump! 
Points are awarded as follows 


Avoiding obstactes: 10-30 points 
Jumping over obstacles: 20-60 points 
‘Spinning jumps over obstacles: 40-120 points 
Strategy: Spee is less Important than staying 
on your feet. Tackle the course slowly at rst 
Then build up speed and master stunts with 
plenty of practice! 











BMX BIKE RACING 











ВИХ stands for Biocle 
Motocross. It also stands 
for aggro action and hair-raising stunts! t takes 
guts, endurance and a super sense of timing to 
complete this course. Don't forget your crash 
helmet! 


Object: Finis the course within the 2-minute 
‘ime period, while avoiding obstacles and per 
forming stunts Three “easy falls or 1 “serious” 
fall wil end the event 

то start the event, press BUTTON A. 


‘To maneuver your bike on the ground, do the 
following 


+ Press the control pad UP to ster ef 
Press the control pad DOWN to steer right 
* Press BUTTON A repeatedly to increase your. 





speed 
+ Press the control pad EFT perform a еде. 
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‘You won't earn any points by steering around 
obstacles. You wi earn polats by jumping over 
them-—especilly f you doa stunt while you're 
n the ar! 


To jump, press BUTTON B. 


To perform stunt while you're in the air, press 
the control pad as shown below 





TABLE 
ТОР 





Я 
ria COJE ло 
+ 


360° TURN 


Timing is critical to perform jumps and stuns! 
M you're not back in a "centered" position by 
‘the time you land or complete your stunt, you 
will crash! 

Ending the race: You're allowed three “easy” 
{alls or one "serious" fall before you're out of 
the race If you flip and fll on your head, it's 
а serious fll! 


Attbeend the course, press BUTTON A t stop. 
You'll earn bones poiats for stopping on the 
finishing pad. 

‘Scoring: The aser you go, the higher your score 
‘willbe Ifyou finish the course, yovlleaen 60. 
bonus points for each second remaining on the. 
clock. You als earn points fr each stunt, plus 


bonus points for holding each stunt as long as 
possible Points are awarded as follows 


‘Wheelie: 100-200 points 
Jump: 200-400 points 

Table Top: 500-1000 points 

360° Turn: 1000-2000 points 
‘Backward Flip: 1500-3000 points 
Forward Flip: 3000-6000 points 


Strategy: Finish the course a fast as possible 
o core high, The highest scores wil ot riders 
who perform the most daring stunts. Complete 
а 6000.point forward fip, and you've probably 
pot о on the fnit place trophy! 


т 








FLYING DISK 








You can hardly visit a 
California park or beach 
without seeing dozens of fying disks whirling 
‘through the alr lt’ the perfect challenge to wind 
up the California Games competition! 


‘Object: You control both the thrower and the. 
catcher The objects о throw the disk accurate 
Jy, then catch it! You're allowed 3 throwing and. 
catching atempts 

To start the event, press BUTTON A. 

Throwing the disk: First, try to throw the disk 
far enough to reach the catcher at the other end 
‘of the field. Ue the colored SpeediAngle ar at. 





1 


the bottom of the screen to execute your throw. 

The green sections wil provide the most power- 

fal (but not necessarily the most accurate) throw. 

Here's how to throw, using green sections as an 

example: 

+ Pres the contro pad LEFT to start swinging 
your arm back. 

* When the needle reaches the green section of 
the Speed bar, press he control pad RIGHT to 
swing your arm forward. 

When the needle caches the green section of 
the Angle bar, quickly press the control pad 
LEFT, 10 release the dis, 

Catching the disk: The display at the top of the 

Screen shows te disk lying toward the catcher 


‘Watch this display to guide your catch. Heres how 
to cate 


= As the disk Mies across the feld, press the 
‘control pad LEFT or RIGHT to ron toward the 
place where you think the disk wil land. 

^ Ashe catcher, you must touch the disk with 
your hand while running, diving, or raising. 
your hand over your head. 

+ To dive after the disk, press BUTTON A. 

* To attempt an overhead catch, press and hold 
the control pad UP to raise your hand 


Scoring: Points are awarded for both the throw 
and the catch. Throwing points are awarded for 
eight and accurac The ewer steps the catcher 
takes to catch the disk, the higher your score, 


Catching points are awarded as follows 


‘While running right - 150 points 
While running left - 250 points 

While diving right 250 points 

‘While diving left - 350 points 

Overhead catch - 350 points 

Strategy: To ear the mos points throw the disk 
clove о where the catcher is standing, Then make 
a diving or overhead catch! 








AWARDS AND RECORDS 


AWARDS CEREMONY. 


Alter every event, trophies are awarded to the 
op fnishersin the order that they laced. Each 
trophy is worth the following number of points 
toward the CHAMPIONSHIP CEREMONY: 


ach Ist place trophy - 5 points 


Bach 2nd place trophy - 3 points 
ach 3rd place trophy - 1 point 





CHAMPIONSHIP CEREMONY 


‘After competition is over, each players trophy 
points are totaled. The player with the most 
trophy points is awarded а final championship 
trophy for the best overall core. 
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HIGH SCORES. 


Names and scores of record-breaking players are 
displayed on the High Scores screen. Whenever 
‘anew record is set, the new record replaces the 
old record. High Scores are erased at the end of 
each play sesion. 





CALIFORNIA SPOKEN HERE. 


AGGRO (-gro) ad ifyou'rea dare devil dude 
you go "way agro” executing aggresive moves 
‘onthe ramps and waves of California. 
AWESOME (ah-sum) adj. awe-inspiring, ie. 
"That's some awesome dude!" 


DUDE (dyud) noun. buddy. Can be used to ex- 
press disbelif, as in "DUDEI", or surprise, as 
in "DUDE!”, oras a friendly greeting, asin "Hey 
DUDE!” Say while laughing for an atention- 
geting effect, Le Dubuhuhubude! 


GNARIX (nary) ad), mind and body bendingly 
dificul. Waves, ramps and aggro moves can be. 
gnariy. So can tess, prom dates, curfews, et. 


ИКЕ (ik) prep insert anywhere you ike, lke, 
in any sentence, in, Uke, any context, Used most 
effectively when upset: “Is Ke, geez..." Or the 
Coolest way o use "ike i with ^a" or more. 
description). "Is, like-'mll-Dauude you've. 
oi sand in your jams. 








RADICAL а) а, D outrageous “Radical 
‘moves, dude!" 2) ook: "Itberadiaif you could 
cruise 10 the ramp around 5 otlock.” 


TOTALLY (кіч) adr. completely, entirely 
something or someone is totally awesome, 
radical, or aggro. In Calornl everythings аду 
‘something, (Companion word: see Tubular) 

‘TUBULAR (tyu-byuler) adj. an adjective that 
‘ame from the sea and has evolved into an ever: 
day term. Partes, concerts, ete, can be totally 
‘tubular. lus use is endangered by the word 
'awesome” (Companion word: see ally) 





CREDITS. 


“LOUIE, LOUIE” - Copyright © by LIMAX MUSIC. 
INC./AMERICAN BERRY MUSIC 
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COMPLIANCE WITH FCC REGULATIONS 
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MILTON BRADLEY COMPANY LIMITED WARRANTY 
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